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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO® HARDWARE SYSTEM, GAME CARD OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND 
SAFETY INFORMATION. 

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWARNING - Seizures 

• Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, 
and this may occur while they are watching TV or playing video games, even if they have never had a 
seizure before. 

• Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition 
should consult a doctor before playing a video game. 

• Parents should watch their children play video games. Stop playing and consult a doctor if you or 
your child has any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 

• To reduce the likelihood of a seizure when playing video games: 

1. Sit or stand as far from the screen as possible. 

2. Play video games on the smallest available television screen. 

3. Do not play if you are tired or need sleep. 

4. Play in a well-lit room. 

5. Take a 10 to 15 minute break every hour. 


AWARNING - Radio Frequency Interference 

The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including 
cardiac pacemakers. 

• Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature. 

• If you have a pacemaker or other implanted medical device, do not use the wireless feature of the 
Nintendo DS without first consulting your doctor or the manufacturer of your medical device. 

• Observe and follow all regulations and rules regarding use of wireless devices in locations such as 
hospitals, airports, and on board aircraft. Operation in those locations may interfere with or cause 
malfunctions of equipment, with resulting injuries to persons or damage to property. 




A WARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt. Follow these instructions to avoid 
problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

• Avoid excessive play. Parents should monitor their children for appropriate play. 

• Take a 10 to 15 minute break every hour, even if you don’t think you need it. 

• If your hands, wrists, arms or eyes become tired or sore while playing, or if you feel symptoms such 
as tingling, numbness, burning or stiffness, stop and rest for several hours before playing again. 

• If you continue to have any of the above symptoms or other discomfort during or after play, stop 
playing and see a doctor. 


A WARNING - Battery Leakage 

The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo DS. 

If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 

To avoid battery leakage: 

• Do not expose battery to excessive physical shock, vibration, or liquids. 

• Do not disassemble, attempt to repair or deform the battery. 

• Do not dispose of battery pack in a fire. 

• Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

• Do not peel or damage the battery label. 


Important Legal Information ' 

This Nintendo game is not designed for use with any unauthorized device. Use of any such device 
will invalidate your Nintendo product warranty. Copying of any Nintendo game is illegal and is strictly 
prohibited by domestic and international intellectual property laws. “Back-up” or “archival” copies are 
not authorized and are not necessary to protect your software. Violators will be prosecuted. 





The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 
accessories, games 
and related 
products. 



THIS GAME CARD WILL WORK 
ONLY WITH THE NINTENDO DS™ 
VIDEO GAME SYSTEM. 


EVERYONE 
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Licensed by 

(Nintendo^ 

NINTENDO, NINTENDO DS AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 
©2009 NINTENDO. 
















GETTING STARTED 

1. Insert the Shrek Forever After™ Game Card into the Nintendo DS™ slot as described in your Nintendo 
DS instruction manual. 

2. Turn the Power Button ON. 

3. Tap on Shrek Forever After on the DS Menu to bring up the main title screen. 

Note: The Shrek Forever After Game Card is for the Nintendo DS system only. 


Top Screen - 


L Button - 
Microphone - 

+Control Pad - 
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- R Button 

- Y Button 

- X Button 

- A Button 

- B Button 

- START 

- SELECT 


A CAUTION - Stylus Use 

To avoid fatigue and discomfort when using the stylus, do not grip it tightly or press it hard against 
the screen. Keep your fingers, hand, wrist and arm relaxed. Long, steady, gentle strokes work just 
as well as many short, hard strokes. 
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INTRODUCTION 

Longing for the days when he felt like a "real ogre," Shrek® is duped into 
signing a pact with the smooth-talking dealmaker, Rumpelstiltskin. Shrek 
suddenly finds himself in a twisted, alternate version of Far Far Away, 
where ogres are hunted, Rumpelstiltskin is king and Shrek and Fiona have 
never met. Now it's up to Shrek (with the help of Fiona, Donkey and 
Puss In Boots) to undo all he's done in the hopes of saving his friends, 
restoring his world and reclaiming his one True Love. 


GAMEPLAY CONTROLS 



Button 

Basic Action 

START 

Pauses the Game 

-i-Control Pad 

Movement 

B Button 

Jump (press twice to Double Jump) 

A Button 

Butt Bump 

Y Button 

Attack (press multiple times for Combos) 

L or R Button and -i-Control Pad 

Dash 

X Button 

Interact 

Touch Screen 

Interactive Moments + Mini-Games 

Microphone or L and R Buttons 

Roar 
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LEVEL SELECT 



Level Clock 


Ogre Artist, Alternate 
Outfits and Memento 
Arrange Menu 


SAVING THE GAME 

Saving will occur automatically at the end of each level sequence. 


Unlocked Level 


Locked Level 


NINTENDO DSi ™ SYSTEM 

Some segments make use of features that are only on the Nintendo DSi system 


Crystal Ball 
Indicator 













Level Time Record 


Current Level Time 


Ogre Power 

Health Meter 


Hourglass Counter 


SCREEN DISPLAY 



Increased Health 
Punchier Punch 
_ Scarier Roar 

Ground Pound 
Increased Magnetism 
Crystal Ball Indicator 
Item Collection Bag 


COLLECTABLES 




Mementos - Mementos act as reminders of Shrek's past and are made up of items that 
hold significance to Shrek in the Normal World. When Shrek finds a Memento, he keeps it in 
an enchanted bag and carries it with him. There are 12 Mementos total, and they are hidden 
throughout the game. Once they are collected they can be arranged to unlock cool upgrades. 

Sand Hourglass - As Shrek races against time to regain his life, follow the Hourglasses to 
help stay on the right path. 
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Food - Picking up Onions, Swamp Soup and the Banquet Feast 
will raise your health. 


Crystal Ball - There is a Crystal Ball in each level. You must collect all of them in order 
to 100% complete the game. 

Mini-Game Tokens - There are 4 Mini-Game Tokens in total to collect. Each will unlock 
a special Mini-Game featuring the character on the token collected. 

Ogre Artist Tokens - Hidden throughout the levels, Ogre Artist Tokens unlock special art 
that can be used in the Ogre Artist Menu. 


MINI-GAMES 

Mini-Games can be unlocked by collecting a special token that features Fiona, Donkey, Puss In Boots or 
Gingy. A Mini-Game will be playable on the World Map, once a Character Token is collected during gameplay. 

OGRE ARTIST 

All collected Ogre Artist Tokens can be viewed and used to create cool artwork in Ogre Artist. The more 
tokens collected, the more backgrounds, characters, props and borders will be unlocked. Ogre Artist art 
can also be unlocked by performing special tasks. 

For more information, go to www.ShrektheGame.com. 
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GRIPTONITE 

GAMES 

Senior Producer 

Mike Platteter 

Assistant Producer 

Sean Fear 

Development Lead 

John Martin 

Art Lead 

Sketch Ditty 

Design Lead 

Mandi Johnson 

Development 

Rafael Rodriguez 
Adam Chard 
Louis Valentine 

Animation 

Bryan Fu 


CREDITS 


Environments 

Ryan Johnson 
Paul Marshall 

Design and Scripting 

Stefan Beyer 

Additional Artwork 

Michael Platteter 
Alex Guillard 
Gabe Jackson 
Kris Quistorff 
David Peixoto 
FXLabs 

Mission Digital Art Co., Ltd. 

Writing 

Stefan Byer 
Mandi Johnson 

Audio Supervisor 

Evan Buehler 

Music 

Nathaniel Papadakis 


Sound Design 

Jason Syltebo 

Testing Lead 

Kyle Lingol 

Software Testers 

Keith Miyahara 
Sean Braxton 

Certification Group 
Manager 

Jeff Clinton 

Certification Testers 

Will Fairfield 
Edwin Maynard 

Studio Head 

J.C. Connors 

Studio Development 
Directors 

Dan McAuliffe 
Ryan Silva 
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Studio Art Director 

Mike Wilcox 

Studio Design Director 

Hal Milton 

Studio Technical Director 

Jason Bay 

Studio Audio Manager 

Evan Buehler 

Production Manager 

Kassi O'Connor 

Studio Coordinator 

Julie Kidwell 

Studio Coordinator 

Julie Kidwell 

Finance Managers 

Valerie Sornette 
Miguel Vazquez 

VP of Studios 

David Mann 
Steve Ettinger 


Designed by 

Shrek Forever After™ 
Handheld Team 

Special Thanks 

Jen, Nicole, Donna, Elizabeth 
and everyone at Activision 
Andrea, Jen, Chris 
and everyone at 
DreamWorks Animation 
Mike and Maria Platteter 
Dana L Guthrie-Martin 
Jack Schrems 
Scott Hill 
Lawrence Ruelos 
Mike Dorgan 
Shanna Armenta 
Ying and Allan Fu 
Jim Grant 
Marisa and John M. 

DREAMWORKS 

ANIMATION 

Lisa Baldwin 
Suvi Booth 
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Jennifer Caruso 
Teresa Cheng 
Tony Cosanella 
Paul Elliott 
Chris Fahland 
Andrea Frechette 
Lawrence Hamashima 
Chris Hewish 
Abe Jamaleddine 
Peter McCown 
Mike Mitchell 
Mary Quinn 
Bonnie Robinson 
Zoro Rodriguez 
Gina Shay 
Aron Warner 
Todd Whitford 

VOICE 

Casting and Direction 

Jamie Thomason 

Talent Coordinator 

Jennifer L. Anderson 


VOICEOVER CAST 


SOUND 


Shrek 

Michael Gough 

Fiona 

Holly Fields 

Donkey 

Mark Moseley 

Puss In Boots 

Andre Sogliuzzo 

Rumpelstiltskin 

Walt Dohrn 

Gingy 

Conrad Vernon 

Cookie 

Craig Robinson 

Peasant, Knight, 
Merry Man, Ogre 

Jim Cummings 

Witch 

Tara Strong 


Sound Design by 

Technicolor Interactive Services 

Original Music by 

David Buckley 

Music from Shrek™, Shrek™ 
2 and Shrek the Third™ 
Written by John Powell and 
Harry Gregson-Williams 

ACTIVISION 
PUBLISHING, INC. 

PRODUCTION 

Producer 

Elizabeth Wang 

Associate Producer 

Donna Woo 

Production Coordinator 

Jennifer Avina 


Production Tester 

Jimmy Nguyen 

Senior Producer 

Nicole Willick 

Executive Producer 

Scott Kroger 

Vice President 
of Production 

Steve Ackrich 

STUDIO CENTRAL 

Chief Technology Officer 

Steve Pearce 

Executive Producer 

Mike Ward 

VP, Art Production 

Alessandro Tento 

Sr. Director of Technology 

Matt Wilkinson 
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CENTRAL DESIGN 

Sr. Director of 
Gome Design 

Carl Schnurr 

Game Design Analyst 

Jeff Chen 

Sr. Manager, User Testing 

Ray Kowalewski 

User Testing Associate 

Alessandro Brophy 

User Testing Supervisor 

Phil Keck 

Sr. Manager, Scripts 

Adam Foshko 

CENTRAL AUDIO 

Director of Audio 

Adam Levenson 

Sr. Sound Designer 

Jerry Berlongieri 


Sound Designer 

Trevor Bresaw 

Sound Designer 

Kristi Knupp 

Talent Acquisitions 
Manager 

Marchele Hardin 

Talent Associate 

Noah Sarid 

Talent Coordinator 

Stefani Jones 

MARKETING & PR 

Head of Marketing 

Rob Kostich 

Director of Marketing 

Joanne Wong 

Global Brand Manager 

Kevin Cheung 


Associate Brand Manager 

Keith Sexton 

Senior PR Director 

Michelle Schroder 

Associate Publicist 

Monica Pontrelli 

Global Asset Manager 

Karen Yi 

EVP, Chief Creative Officer 

Brad Jakeman 

VP, Head of Integrated 
Communications 

Todd Harvey 

Sr. Director, Marketing 
Communications 

Susan Hallock 

Marketing 

Communications Manager 

Jill Barry 

Packaging/Design 

Hamagami/Carroll, Inc. 
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Manual Design 

Ignited LLC 

SUPPLY CHAIN 

Director of Mainline 
Operations 

Jennifer Sullivan 

Project Manager 
Mainline Operations 

Nina Petrova 

BUSINESS & 
LEGAL AFFAIRS 

Senior Vice President and 
General Counsel 

Greg Deutsch 

Senior Director, 
Government Affairs 

Philip Terzian 

Director, Litigation 

Mary Tuck 


Director, Business 
and Legal Affairs 

Christopher Cosby 

Counsel 

Amanda O'Keeffe 

ART SERVICES 

Art Services Manager 

Todd Pruyn 

Art Services Associate - 
Video Specialist 

Ben Szeto 

Art Services Lead 

Mike Hunau 

Art Services Coordinators 

David Asadourian 
Christopher Reinhart 
Kevin Sandlow 

Art Services 
Video Lab Technicians 

Joi Tanner 
Andrew Worshill 


LOCALIZATIONS 

PRODUCTION 

SERVICES 

- EUROPE 

Senior Director of 
Production Services - 
Europe 

Barry Kehoe 

Localization Manager 

Fiona Ebbs 

Senior Localization 
Project Manager 

Annette Lee 

QUALITY 

ASSURANCE 

- EUROPE 

Localization QA Manager 

David Hickey 

Localization QA Lead 

Mannix Kelly 
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Localization QA Testers 

Gabriel Morisseau 
Jeremy Jannel 
Benjamin Koppenwallner 
Martin Buist 
Mats Forsell 
Carlos Losada Baena 
Lorenzo Poncia 
Nora Menouni 

IT Network Technician 

Fergus Lindsay 

Localization Tools 
and Support 

Provided by Stephanie Deming 
and XLOC, Inc. 

ACTIVISION 
SPECIAL THANKS 

Mike Griffith 
Thomas Tippl 
Jim McGinnis 
Dave Stohl 
Brian Ward 
Maryanne Lataif 
George Rose 


Suzan Rude 
Mica Ross 
Keith Sexton 
Julie Cox 
Anthony Ting 
Sheilah Brooks 
Peter Lipp 
Alex Mahlke 
Laura Symon 

QUALITY 

ASSURANCE 

VP Quality Assurance/ 
Customer Service 

Paul Sterngold 

Director, Quality Assurance 

Christopher D. Wilson 

QUALITY 

ASSURANCE, 

FUNCTIONALITY 

LA 

QA Project Lead 

Peter von Oy 
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QA Tester 

Robert Hanscum 

QA Senior Project Lead 

Paul Williams 

QA Manager 

Jason Levine 

QA Project Lead, Nightshift 

Tom Chua 

QUALITY 

ASSURANCE, 

FUNCTIONALITY 

SHANGHAI 

QA Database Specialist, 
Shanghai 

Vera Hu 

QA Testers, Shanghai 

Andy Zhou 
Kasew Chen 
Scott Song 
Spike Zu 

QA Manager, Shanghai 

Joy Qiao 


TECHNICAL 

REQUIREMENTS 

GROUP 

Director, QA 

Christopher D. Wilson 

TRG Manager 

John Rosser 

TRG Submissions Leads 

Daniel L. Nichols 
Christopher Norman 

TRG Submissions Adjutant 

Dustin Carter 

TRG Senior Platform Leads 

Sasan "Sauce" Helmi 
Todd Sutton 

TRG Platform Leads 

Zac Blitz 
Menas Kapitsas 
Eric Stanzione 

TRG Testers 

Antoine "Bo" Bohannon 
Eddie Fernando Araujo 


Gary Rojas 
Jeff Koyama 
Joe Pardo 
Lucas Goodman 
Michael Laursen 
Randall Lutcavich 
Santiago Salvador 
Steve Mdlroy 

QA 

CERTIFICATION 

GROUP 

Manager, QA Labs 

Chris Keim 

QA Certification 
Group Senior Leads 

Brandon Valdez 
Cyra Talton 

QA Certification 
Group Project Leads 

Fausto Lorenzano 
Matt Ryan 


QA Certification 
Group Testers 

Jonathan Mack 
Christian Vasco 

QA MASTERING 
LAB 

Sr. Manager, QA 
Technologies 

Indra Yee 

Mastering Lab Supervisor 

John Donnelly 

Lead Mastering 
Lab Technician 

Sean Kim 

Senior Mastering 
Lab Technician 

Danny Feng 

Mastering Lab Technicians 

Tyree Deramus 
Jose Hernandez 
Kai Hsu 
Ronald Ruhl 
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QA-MIS 

Senior Manager, 

QA Technologies 

Indra Yee 

QA-MIS Manager 

Dave Garcia-Gomez 

QA-MIS Lead Technician 

Brian Martin 

QA-MIS Technicians 

Teddy Hwang 
Jeremy Torres 
Lawrence Wei 

Technology Technician 

Sean Olson 

QA DATABASE 
ADMINISTRATION 
GROUP 

Senior Lead Database 
Administrator 

Jeremy Richards 


Lead Database 
Administrator 

Kelly Huffine 

Database Technicians 

Christopher Shanley 
Timothy Toledo 

DBS Senior Tester 

Wayne Williams 

QA PMO GROUP 

Manager, QA Operations 

Jeremy Shortell 

Senior Lead, QA Operations 

Paul Colbert 

Lead, QA Operations 

Kelly Wentzel 

Customer Support 
Managers 

Gary Bolduc 
Michael Hill 


QA SPECIAL 
THANKS 

Abby Alvarado 
Nuria Andres 
Brian Carlson 
Michael Clarke 
Randolph d'Amore 
Seth d'Amore 
Maria Gonzalez 
Rachel Levine 
Rachel Overton 
Katie Purcell 

Jacqueline Jolie Sheltmire 
Nadine Theuzillot 
Jennifer Vitiello 
Kelly Wentzel 
Marc Williams 
Veronica Zamora 

Fonts Provided by 

T26 

Active Images 

Copyright © 2002, 
Xiph.org Foundation 
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Redistribution and use in source and binary forms, with or without modification, are permitted provided 
that the following conditions are met: 

Redistributions of source code must retain the above copyright notice, this list of conditions and the following disclaimer. 

Redistributions in binary form must reproduce the above copyright notice, this list of conditions and the following 
disclaimer in the documentation and/or other materials provided with the distribution. 

Neither the name of the Xiph.org Foundation nor the names of its contributors may be used to endorse or promote 
products derived from this software without specific prior written permission. 

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND CONTRIBUTORS "AS IS" AND ANY EXPRESS OR IMPLIED 
WARRANTIES, INCLUDING, BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE ARE DISCLAIMED. IN NO EVENT SHALL THE FOUNDATION OR CONTRIBUTORS BE LIABLE FOR ANY 
DIRECT, INDIRECT, INCIDENTAL, SPECIAL, EXEMPLARY, OR CONSEQUENTIAL DAMAGES (INCLUDING, BUT NOT LIMITED 
TO, PROCUREMENT OF SUBSTITUTE GOODS OR SERVICES; LOSS OF USE, DATA, OR PROFITS; OR BUSINESS INTERRUPTION) 
HOWEVER CAUSED AND ON ANY THEORY OF LIABILITY, WHETHER IN CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING 
NEGLIGENCE OR OTHERWISE) ARISING IN ANY WAY OUT OF THE USE OF THIS SOFTWARE, EVEN IF ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGE. 
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CUSTOMER SUPPORT 

Note: Please do not contact Customer Support for hints/codes/cheats; only technical issues. 

Internet: http://www.activision.com/support 

Our support section of the Web has the most up-to-date information available. We update the support 
pages daily, so please check here first for solutions. If you cannot find an answer to your issue, you can 
submit a question/incident to us using the online support form. A response may take anywhere from 
24-72 hours depending on the volume of messages we receive and the nature of your problem. 

Note: All support is handled in English only. 

Note: The multiplayer components of Activision games are handled only through Internet support. 

Phone: (310) 255-2050 

You can call our 24-hour automated voice system for answers to our most frequently asked questions at 
the above number. Contact a Customer Support representative at the same number between the hours of 
9:00 a.m. and 5:00 p.m. (Pacific Time), Monday through Friday, except holidays. 

Please see the Limited Warranty contained within our Software License Agreement for warranty 
replacements. We recommend that you first contact an Activision Technical Support 
Representative by phone or internet before sending your product to us. In many cases, a 
replacement is not necessary to resolve your problem. Our support representatives will help you determine 
if a replacement is necessary. If a replacement is appropriate we can issue you an Incident/Reference 
number to help process your replacement. Non-warranty game returns/refunds should be dealt with by 
the retailer or online site where you purchased the product. 

Register your product online at http://register.activision.com so we can enter you in our monthly 
drawing for a fabulous Activision prize. 
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SOFTWARE LICENSE AGREEMENT 

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH 
BELOW. “PROGRAM” INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED 
MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF 
SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF 
THIS LICENSE WITH ACTIVISION PUBLISHING, INC. (“ACTIVISION”). 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of 
this Program solely and exclusively for your personal use. All rights not specifically granted under this Agreement are reserved 
by Activision. This Program is licensed, not sold. Your license confers no title or ownership in this Program and should not be 
construed as a sale of any rights in this Program. 

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof 
(including but not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch 
phrases, locations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, 
moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. 

This Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other 
laws. This Program contains certain licensed materials and Activision’s licensors may protect their rights in the event of any 
violation of this Agreement. 

YOU SHALL NOT: 

• Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center 
or any other location-based site. Activision may offer a separate Site License Agreement to permit you to make this Program 
available for commercial use; see the contact information below. 

• Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express 
prior written consent of Activision. 

• Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole 
or in part. 

• Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

• Hack or modify (or attempt to modify or hack) the Program, or create, develop, modify, distribute or use any software 
programs, in order to gain (or allow others to gain) advantage of this Program in an on-line multiplayer game setting including 
but not limited to local area network or any other network play or on ttie Internet. 

• Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on 
which the Program is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. 
If the purchaser finds the recorded medium of the Program defective within 90 days of original purchase, Activision agrees to 
replace, free of charge, such recorded medium of the Program discovered to be defective within such period upon its receipt 
of the recorded medium of the Program, as long as the Program is still being manufactured by Activision. In the event that the 
Program is no longer available, Activision retains the right to substitute a similar product of equal or greater value. This warranty 
is limited to the recording medium of the Program as originally provided by Activision and is not applicable to normal wear and 
tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment or neglect. 
This remedy is the purchaser’s sole, exclusive remedy, and is in lieu of all other express warranties. Any implied warranties on 
this product prescribed by statute, including but not limited to an implied warranty of merchantability or fitness for a particular 
purpose, are expressly limited in duration to the 90-day period described above. Activision reserves the right to modify this 
warranty prospectively at any time and from time to time in our sole discretion. 
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When returning the Program for warranty replacement please send the original product disc or cartridge, as applicable, only 
in protective packaging and include: (1) a photocopy of your dated sales receipt; (2) your name and return address typed or 
clearly printed; (3) a brief note describing the defect, the problem(s) you are encountering and the system on which you are 
running the Program; and (4) if you are returning the Program after the 90-day warranty period, but within one year after the 
date of purchase, please include check or money order for $15 U.S. currency per disc or cartridge replacement, as applicable. 
NOTE: Certified mail is recommended. 

For customers in North America: Send software warranty replacement claims to Warranty Replacements, Activision Publishing, 
Inc., P.0. Box 67713, Los Angeles, CA 90067. You can also visit http://www.activision.com/supportfor more information. 
LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, 
LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S 
LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FORTHE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES 
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY 
MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH 
VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to 
comply with its terms and conditions. In such event, you must destroy all copies of this Program and all of its component parts. 
U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense 
and are provided as “Commercial Computer Software” or “restricted computer software.” Use, duplication or disclosure by 
the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of 
the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) 
and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 52.227-19, as applicable. The Contractor/ 
Manufacturer is Activision Publishing, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, 
you agree that Activision shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies 
with respect to breaches of this Agreement, in addition to such other remedies as Activision may otherwise have under 
applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, 
employees and agents harmless from all damages, losses and expenses arising directly or indirectly from your acts and 
omissions to act in using the Product pursuant to the terms of this Agreement. 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and 
supersedes all prior agreements and representations between them. It may be amended only by a writing executed by both 
parties. If any provision of this Agreement is held to be unenforceable for any reason, such provision shall be reformed only 
to the extent necessary to make it enforceable and the remaining provisions of this Agreement shall not be affected. This 
Agreement shall be construed under California law as such law is applied to agreements between California residents entered 
into and to be performed within California, except as governed by federal law and you consent to the exclusive jurisdiction of 
the state and federal courts in Los Angeles, California. 

Shrek Forever After ™ & © 2010 DreamWorks Animation L.L.C. Shrek is a registered trademark of DreamWorks Animation L.L.C. 
Game © 2010 Activision Publishing, Inc. Activision is a registered trademark of Activision Publishing, Inc. All rights reserved. The 
ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks and trade names are the 
properties of their respective owners. 


